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User Manual 



A Caution 



In order to ensure that this product may be used 
safGly, pfease make sure that this manual is read 
and fully understood in advance. Following this, 
please keep the manual in a readily-accessible 
location for easy reference. 



d Sammy 



Introduction 



Thank you tor purcliasing THE KIWG OF FIGHTERS NEOWAVE tm. 

This manual has been wrltler for managera and adminfstrators of this product^ 
snd in addition to details regarding administration, maintenance, and 
inspection, it also covers instructions on liow the procfuct may be used safely, 
Pleasa ensjre that only persons having readi and fully understood this manual 
be allowed to operate, manager, or maintain this product. Also, this manual 
should be kept in a secure place so that it may easily be referred to when 
necessary during routine operation. 

Please note tliat the content of this manual is subject to change without notice 
in accondance with improvements to tfie product. 

^^B Please read this manual before use. ^^^ 

In order to ensure that this pnaduct may be used safely, pleasQ ensure 
that this manual is read and f jlly understood in advance. Please contact 
one of the following if this manual la misplaced, if inaccuracies are 
noticed, or if you have any other comments or suggestions. 



Sammy Corporation 

2-23-2, Higashi-lkebukuro, Toshrma ku, Tokyo, Japan 170-8436 

Phone; +81-3-5950-3805, Facsimile; +81-3-5950-3761 

Sammy USA Corporation 

901 Cambridge Drive, Elk Qixive Village. IL 60007-2434, USA. 

Phone: (847) 364-9767, Facsimile: (847) 364-9S31 

Sammy Europe Limited 

First Floor, Healthaid House, Malborough Hill, Harrow, Middlesex, HA1 

1UD, U.K. 

Phone: +44-20-6427-8427, Facsimile: +44-20-B86M209 



Addresses and contact nijmt>&rs correct at time of going lo press in July 2004. 



1. Safety Precautions 



ACAUTION 



In order to avoid breakdowti, please ensure that tlie power Is turned off 
before insertion or removal of a ROM cartridge. 



2. Accessories 



User Manual (this document): 



Instruction Sheet B: 



Instruction Sticker D: 



Instruction Sticker E: 



Instruction Sticker E': 



... 1 
....2 
2 
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3. Inserting and Removing ROM Cartridges 



Note 



Please ensure thai the power is turned off before insertion or 
removal of a ROM cartridge. 



Removal 



Grip the ROM cartridge by Its two 
tabs and lift out of the cartridge slot. 



Insertion J 



Check that the ROM cartridge is 
correctly oriented then insert into the 
cartridge slot. Press down Point 1 
until a clicking sound heard. 




(^Screen Transition After Insertion) 

If the ROM cartridge has been Inserted correctiy, screen transition wiil occur 
in the following sequence and the gan^e will then be displayed. 



Power on 



Samnny logo 



Notice: All Backup Data Was Cleared 



Sammy logo 



AW togo 



SNK PLAYMORE logo 
i " 



Game title 



4- How To Play 



#Control System 
Control Panel 

TTie arrows incficating joystick moves ii CorrnnBTid 
Inc^truclion? balCM ^ra for ctiarad^rs facing right. 
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8-pOftitiOrl JOYSTICK \^^-^ (^^ 

B JTTON POSITION 



COMMON OPERATION 

■ FORWARD : ^ 

■ backward aid GUARD(wtiBn an opfmnvnt attacking) '. ^ 

■CFOUCH : Push the jo^Ipci< down i , or pLidh il d4>wn diagor^IFy to Ihe left or Hght 
■jump '- Pjsti Ihe joystick 143 t. or push t up diagonally to the left or right 
■DASH :^^quid<^ 
■BACK STEP : ^^ quiddy 

■ big jump - Pi^h ths joyfilhclt down t bri^ly tti^n upt , qtIIi^ push It upt ^nd di^cponally lothe 
ted orrtghl (or push th& joystick ^ during a Oasn) 

■MEDIUM JUMP -After shifting the joystick domi |r brielty, push it up T or up t and diagonally 

to Che right, or up t and diagonally to Ihe Itft (or push H^ JoyslIcK ^ during a [>ash) 

■small JUMP Briefly Shirt ths joystick up t ard diagonally to thfi righlorlaft 

■UCHT PUNCH : Push Button A 

■UGHT kick: Push Button B 

■STRDNd PUNCH : PtJ3h Button C 

■STROW KrcK : Pu^\y Button D 

■activates HEAT t^ODE (^] : Ptjsh Button E whan not maklr^ ottacha or being hit 

<ltWHAT IS HEAT MQDE7 > 

By pushing Ihe Heat Biftton whon rot making attacke or being hil, the plsy^r ch^ra^er flashes red 

and Heat Mode activates. Tha cliaracler^s attack strength rises substantially, but life energy, 
Donv@r6«|y, <jecreas9& gradually, Ushg lhi& when cpponenis ar« detenselese or off guard has a 
aevaslating effect. 

■EMERGENCY EVASiaN(Forward)' : Shift the joy&tick to th^ right ^ or le^v^ iLrtauLral and push 
the A & B buttei& simuKaneously 

■ EMERGENCY EVASION (Bac;kward)^:Shiftttie joystick to the left 4- and push the A a B butters 
slrnulTaneousiy 

"Cannot be used ir ■WAX2 Mode- 

■ BLOWBACK attack : Push the C & D tHittcns simultaneotely 

■ NORMALBOPYSLAM : Noar Opponent. -^ or^-^CorD 

■ body TOSS ESCAPE : TTie moment yoj are caught in a NORMAL BODY SLAM, push tha 
joystick right ^ or push (tie joy&Tid< right ^ + Itie button oorrespondlr*g 10 the opponenrs boct/ 
slam attac*( 

■ FALLBREAKER - Pn^theAft B buttons ^imjIian^oiHi^ly b^lor^ b^ng knwk^ down 
■SUPER SPECIAL MOVE : Errtei designated CD[nmafKi& (SpBTKls 1 Power Gauge) 
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4. How To Play 




THREE ABILITIES (MODES) TO CHOOSE FHOM 

In this 9aiTiG^cli iQam has 3 lypss of abHiti^ {mod^s] ^ilh^ir disposal. Qi^forg ;:Jay$r& select Ihoir 
chamcrtera, tdey musl select the mode lt>ey wish to uae. 

INSURER CANCEL MODE (SC MODE) 

^Idws a maximum of 3 ^Dwer Gauges to be stocksd. It's a 
mode tor enjoying odtiwJoK and slretogically challenging baMes. 

SC MODE COMMANDS (Numbers Inparen^ses r&prescnt number of Power Gauges used.^ 

■SUPER CANCEL (1) : ^low£ input of ^xl^a Sp«^ Mov&s or Super Special Moves dunng gpeciiic SpeclsJ 

Moves and Super Soecial Moves. 

■quick emergency EVAStON (1) : Pl^h the A& B tKJECons simuhlanea^sly during a nomiQl move ix 

ijnlqL>& move. 

■GUARD CANCEL EM ERGENCYEVASEDN(I) : Push the A& BbuttartssamLattanNUsly while guan£ng, 

■GUARD CANCEL BLOW BACK ATTACK 0) '- PtiGh tr>S C& D bultone einjilarfceousiy whi«e guarding, 

■max super special move {2] : Enler [}'e9ig^^B^ comrrionds. 

^GUARD BREAK MODE (GB MODE) 

Allows the stocking o! up to 2 Pcwar Gaii^s. It's a mixJe for rfrtHf^^l^^wTT^^ 
advarKfld olayers friat provides siforig cie^ense and attacks ^ — * — '^— ^^ 



ttia[ Cannol b€ Quanled agaffisL 'Guard Canc^ Blow BadkAtlBckscsnnol be used^ ttie Quard BisakMode. 

GiB MODE COMMANDS (Numbers In parenlh»e5 reprewrVl number of Power Gaudree used.) 

■just defense '. PlayoF guards just baforo an oppononE's attadf hiits. 

■GUARO BREAK ATTACK (1) : i V-t + Push Uw C & D buttons SjmuJiarteously 

■GUARD CANCEL EN ERQENCYEVASKINO} ' Pusn tTiG A&Bbuttans sJmultanecHisly while guarding. 

■QUICK EMERGENCY EVA3E0N {i] : Push the A ^ B butlQns sJimuitar^QLj^ during a ngrmal meva or 

unlqua move. 

■MAX SUPER SPECIAL MOVE (2) : Enter designated commends. 

ItMAX 2 MODE {M2 MODE) 

Only 1 Power Gauge caT\ be stocky. Its a simple, ea?y-K>-p^y mcide 

wtier^n Pov^ Gslf^&s automatically ra^ore iNgmdrefhi'^ and p4ayeirt 

can USB sJn^bSow MAX 2 attacks. "EniBrgency Evasion moves cannot be used in Eho MAX 2 Mo[^. 

M2 UOC£ CDMMANOfi (Numbers In Eiai«nHKs« Kpresent number of Pwtet QAU^a uud.) 
■GUARD CANCEL SLOW BACK ATTACK (1) : Pu^h the C& D bu:t[xis girnoHaneous^y wh^ guardir^ 

■HAX super special H0V€ {1 ) r Enief {}esjgneted cofnntands when hte ener^ Is at VA or i&s& (appear \^\. 
■max 2 (1) : Er^r desigr^led comrmrKEs when Irfe energy is al 1M of lesfi (appeafs red}. 
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4- How To Play 



^Game Description 



This same Is a competitive nghtlngj-actlofi gams thai lats a single ptayer battle agaln^il the 

computer {CPU battles) or two players fight it out wiiti each othBr (cofnpctitivg play) wi^ bufst-in 

ptay. Players w\^l 3 characiers Eo forrn t^ams af>d battle ti out. The aharactanE tii>al piayare can 

select tfniTi and use in battle are Elated balooitf. 

'Allhough ch^r^ct^r? sr? inEnxiLKsd by team, player^ Brgi bIbh sbl^ to Frecily pr&ete l?artlB la tft^ wiii pflrficu&ar 

prsFerance. 



PLAYER CHARACTERS 



JAPAN Team 






KVO KUSANAGI 0ENIMARU NIKAIDO GORO DAIMQW 

FATAL FURY Tsam 




ART OF FJGHTJNG Team 






ANDY BOGARD 



JOE HIQASHI 





mo SAKAZAKI 



ROBEPIT GARC3A TAKUMlA SAKAZAKI 
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4. How To Pfay 



IKARI Team 





LEONA 

PSYCHO SOLDIER Team 



RALF 






KING 




KOREA Team 





KOF'9G T^m 






CLARK 




ATHENA AS AMIYA SIE KENSOJ CHIN GEWTSAt 

WOMAN RGHTERS Teun 




MAI SHIRANUI YURI SAKAZAKE 




JHUN HOOW CHANG KOEHAN CHOI BOUNGE 




lOHl VAGAUr 



MATURE 



VICE 



4. How To Piay 



KOF'STTeam 




nVUJi YA^tAZAKI 



KOF^Team 




YASH(RO NANAKASe 
KOF'99 Team 




Dream Team 





BLUE MARY 




SHERMIE 




MAXFMA 





KLLV KAME 




CHRIS 




WHIP 




KULA DIAMOND SH I NGO YABUK I SAISYU KUSAN AGI 
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4, How To Play 



Rules 

Q) GAME SUMMARY 

■ The goal ot this game Is for pfayers to sstect 3 characters from a rotal of 36 entrants for ttiem to 

conninsnd aixi ^Irt the^r way ttir^u^. a tctai of 6 matc^g. 

(D MATCH FORMAT 

■ Players fight Iheir way thmugh 3-Dn-3 battias tDumarrwnt of three-^l rounda. 

■ Flrttn th& leading n>emE>er of a team app&ans to battle for one round. Playens e)(cfunge attacks 
and the first playerto deprive thai r opponent of all Iheir lifa energy wins. 

■ The loGlng character tags off with (he seconrd n>ember of hisulher team and the victor rennains ■A'lth 
Ihe life enefyy mmainjng trom the previous round to battle it out {the victorls life energy may 
r^cov^r $lightty with victory and tine bonu$$9)_ 

■ Tha firat team to defeat all 3 meinbera ol the opi^onentls team wina the match. 

(3) TIME Lihiirr 

■ The lime limit for one round is 6Q seconds (actuQiV SO swKis in real timey Whan this tim? 
runs out, the game ends and the character with Ihe most remaining life energy teH wins. 

® DRAWS 

■ When the life energy of both opponents simultaneojsly runs out with a double knockout cr when 
the lifa energy of both players ie the sarne wti^n lime njr^ eut, itie round ande in 3 draw. 

■ Characters get one point each tor rounds ihat end in a draw. 

(5) GAME OVEFt 

■ The gama ends when one taam Is defeated try an opponentls team or when matches remain 
undKlded 3? 3 result of a draw. 



*NOTE 1 : ADDITIONAL INFORMATION OF THE TIME LIflrtIT 

II \3 pos5iblB :d change tne in^srna ^Dlua lims values o\ 'hs lims limit using :hB Garre SsHf^s {^SM p. 15] manu (bul 
dlthaug^ 'hs in^smEi lims vaus n^n lib udjuEt4^Ll Lu real lims L'lrnugt^ cjane EBtlkujti^ llbe iJmB count^lr CF lUfr jama's 
rsmaJning Lme dlfif:4ay remain&dt unchanQfid at a h^KtJon ol 60 SKcnds). 



4. How To Play 



#Screen Settings 




® SCOflE- -"■""■ ""■""" Displays the current score. 

(D STAQE ■ Displays the current stage value {match). 

^TIME COUNTER"""*" Displays the remainina time in the round. 

^CHAflACTERFACEPlATE- Shows ihe face oflhediaracter in battle. 

(§/ WAniNG CHAHACTEAS'" Displays the faces of characters waltfrtg for battle 

<S> LIFE GAUGE"""""""" Displays the remaining life energy for ihe characters in bfltlle. 

(£) GUARD GAUGE""""- Displays the defensive capabilities of the character and 

decreases wiUi each attack Ibat tiits the character 
(D POWER GAUGE {i^)-' The gauge increases with each altack and vi^n ft becomes full it 

is used for various actions. 

itHMfig arCi ihrM typdfi iA 0au^ dsfiigns ktf gach niddd, but the namg: Idr Ihs g^^ TBTUina Ihe £ama 
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5. System Menus 



The ATOMISWAVE System Menu Is aclr^t$d with a push of the cablners lest switch. 

■ TEST SWITCH : Select items with ihe arrow cursor { ^ ). 

■ SERVICE SWITCH : Activates Ihe selected item. 

"For (tatalls eooceming Ihe ATOMISWAVE S/fft«m Menu, nfM to t\% \ns\xua\iM fnanual lof lh« ATOMISWAVE 
System Board. 



(D COIN SETTINGS (SYSTEM MENU -* COIN SETTINGS) 

The initial settings for the COIN SETTINGS of thts software are listed below. Any of thase settings 

can be chafiged to rreet your particular requirements. 



■GAME MODE 
■COIN CHUTE TYPE 
■COIN ttA 
■COIN «a 
■PflE&er SITUATION 



: NORMAL 
: COMMON 

: I COIN 1 CREDIT 1COIM CONTINUE 
: I COIN1CREDIT1COINC;0^^TIMUE 
: NORMAL 



(gj I ro TEST {SYSTEM MENU -^ TEST MODE -^ I /O TEST) 

This conflnms Ihe operations ^ the contitif partel Joystick and button coflrtectlofw, This software 
uses ttn STAKT button, an S-positiDn joysticfc. and the 5 buttons A to E. To exit the I/O test push 
and release ihe SERVICE switch lo exit the program. 
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6. Game Settings 



TT16 vsikmi ^ma settings tart bt sllered bjf ^lectirtQ GiAME SETTlMGS wKhirt Die COt^FIGUFlATlOM mode 
withii the SVETTEM SETTI NC^ menu of Itu AT0MI3WAVE. 

G) C0MMAN[>3 FOR THE GAVE SETTINGS SCREEN 

■TEST SWrrCH" ' " Mo«& the cursor 

■SERVICE SWITCH Changes tha selected item 

d) GAME ASSIGNMENTS 

Allows yirn td make varii^ua o^m^ aminos. 

■DIFFICULTY : i;>eiennines llie strenglh of the CPU {oomputer) . The loiltal level Is 4. 

(EASY) 1-S-3-4'5-6-7-e-& piFFUCULT) 
■TIME : IDet^nninas th9 IJm^ of a rouncj {actual lime). T)i« initial valu^ i$ 50 actual sewrite- 

40 ■ 50 " 60 ■ 70 ■ SO • ■90 ^seconds In actual time) 
■WJNNING LIMITS : Lets ^u limit the amount of successive wire. The initial value is "00.'' 

00 ■ 01 ' 1 □ ■ 20 ■ 30 ■ 40 ■ 50 ■ 60 - 70 ■ SO ■ 90 

*The 00 setting means there is no timilto successive Mvns. 

■keysettincs 
1P LIGHT PUNCH PUSH1 : Detennii>es the ligt>t punch button lot Rayer 1 
STRONG PUMCH PIJSH2 : [>€ierrine$ |lie strong puncti tjutlon for Player 1 
LHiMT KICK P11SH4 : Determines the light kick buttnin tor Player 1 

STRONG KICK PUSH& : Detenninee th$ strong kick button for Player 1 
HEAT PUana : Delennines Itis "heat' button tor Player 1 

ap LIGHT PUNCH PUSH1 : Oetemlnes the ilQtit punch budon for Player 2 
STRONG PJNCH PUShl2 L Detsiminss ttie strong puncti button for Playsr 2 
LK3MT KICK PUSH4 : Determines tr>e light kick btJtton for Player £ 

STRONG KICK PtlSHg : Daiennin^ the strong kick bunon lor Flayar 2 
HEAT PUSH3 : Determines ttw 'heaf button )« Piayer 2 

■password : You can wp>and ganne f unctlone try setting a pas&wcrdr The password consists 

of 1 6 ctiaracters and can be determined with any ieier tmri A to Z and number from to 9. 

■RETURN TO FACTORY SETTINGS ^ Reiums various setllOflS in UW GAME A&SIGNMENITS 10 

their onginal tactory settings. 

■SAVE&EXIT '. Saves the settings made In Ihe CiAME SETTINGiS mode and finileti^ the program. 
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JAMMA Connector table (with Control panel layout) KOF Neowave 




2£ 



JAMUA EDGE COMNECTOR (SG P\US} 



Nq. 


FJNCTIOH 


L/D 


No. 


FUNCTION 


I/O 


1 


^m 


- 


A 


ONO 


-■ 


2 


em> 


- 


S 


GNO 


- 


3 


HKAT 


m 


c 


^SV 


m 


4 


+w 


iH 


D 


+ SV 


w 


a 


ALC 


- 


e 


Ma 


- 


c 


-\-i2V 


m 


F 


+fav 


IN 


7 


MC, 


- 


H 


NrCr 


- 


ft 


IP COiW COUNTER 


OUT 


J 


2P COW COUNTER 


OUT 


ft 


iP COff^ LOCKOUT 


OUT 


K 


iPCOlNLOCKOl/T 


OUT 


10 


MDN0£P&1K£ni;-h) 


OUT 


L 


Mgnq speaker t^ > 


Qur 


11 


4£/DID0E/r 


OUT 


H 


AUDIO GHD 


- 


-\1 


VTDFO flf D 


OUT 


N 


VJDEG SfliFFN 


OiTT 


13 


WOEO B14;f 


OUT 


P 


VTDf O SYNC 


OUT 


14 
15 


WDfOCWD 


- 


R 


SERVICE SW 


m 


7ESTSW 


w 


S 


TiLTSW 


IN 


Id 


rpccwv 


m 


T 


iP CCiN 


IN 


17 


tP START 


m 


U 


2P START 


IN 


ia 


IP UP 


jW 


V 


2PUP 


IN 


19 


IPOCWN 


JW 


w 


ZPKIHW 


IN 


21 


fP LEFT 


m 


X 


2PLEFT 


IN 


iPRtOHT 


IN 


¥ 


ipmoHT 


IN 


a 


iP PU&H1 (Ught P^inch) 


m 


£ 


2P PU&H^ flight AjnchJ 


IN 


23 


f P PUSH2 fSirong PunCt^^ 


JW 


a 


2P PUSH2 (Strvng FuiJlCAj 


IN 


24 


tPPUEHSOJ^ffUeKi 


jW 


b 


2P pusm (Uafit KicAi 


m 


25 

2& 


1PPUSH4(SiTonQKic» 


iW 


c 


2PPUSH4 (Strang Kivk^ 
~2PPU$t4${H^9Q 


IN 
IN 


1PPUSH^(HMfi 


m 


d 


27 


Gim 


- 


■ 


QND 


- 


2a 


&ID 


■ 


r 


GHD 


- 



CONTROL PANEL LAYOUT for Generic cabinet 



IP Start 



O O 



2P start 



o ^® 



UgttPLTrii [Pujh^l HEAT 



O 



Light KliA [PiGtiS) 



